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The third article in this issue provides a historical and theoretical basis for analyzing the impact of technological change on those who teach and practice business and professional communication. The author calls attention to the phatic function (or purpose), which he argues is as important as informing and persuading audiences. The phatic function is, in his view, especially relevant to online interactions, thus complementing the research and pedagogical findings of our first two articles.
In another view of online environments, our fourth article provides additional guidelines for how to enhance writing courses. The author focuses on the role of the discussion forum and how to increase the pedagogical value of this tool; his solution, based on a study of control and experimental cohorts, is to include small groups and peer moderators. Our last feature article takes as its subject a specific technological innovation, and one that further engages the specific interests of Millennials-gamification. As the author notes, gamification has generated increasing attention in higher education over the past decades. The value of games is that their emphasis on conflict, ground rules, and decision-making can improve student motivation and engagement. Taken together, all the feature articles in this issue demonstrate that mobile learning, through a variety of devices and tools, is a proven pedagogy for business and professional communication.
We close this issue with the first installment of our popular My Favorite Assignment series. Part 1 includes 13 selections presented at the 2016 Association for Business Communication (ABC) Annual Conference, in Albuquerque, New Mexico, last October. Additional teaching materials are available at websites mentioned in the article, including instructions to students, exercise materials, slides, grading rubrics, frequently asked questions, and sample student projects. Part 2 will follow in the September issue.
